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Game Playing Help: 


Starts on Page 17 and includes contributions from the following: 

H Hart - Hints on Oceans Top Gun. 

D Hay - Pokes on Masters of the Universe, S.A.S. Operation Thunderflash, 
Scooby Doo, and Vampire. 

P Marwood - Help on Nightmare Rally. 

G Witherington - Pokes and Hints on 1985, Cyberun, Incredible Shrinking 
Fireman, Rasputin, Sweevo’s World, Terra Cognita, and Footballer of the 
Year. 

S Moore - Brings help on Breakthru, Gauntlet, Paperboy, and Trailblazer. 

J North - Offers Pokes on 1942, Cop Out, Full Throttle, Galaxians, 

Heiichopper, Light Force, Mantronix, Nexor, Nosferatu, On the Run, 

Space Harrier, Tantalus, Terminus, and Turmoil. 

A Walton - Presents Pokes and Hints on 1942, ACE, Bomb Scare, Dan Dare, Lap 
of the Gods, Antiriad, and Avenger. 

Plus Maps on Aliens, Antiriad, Heartland, and Infiltrator. 


Articles: 


Page 6: Mr D. takes a look at the Film/T.V. craze in Software. 
Page 44: We continue the 1338 Saga, and look at life at the Top! 


Reviews: 


We take the lid off the latest Software games, starting on PagelO: 

We view Terra Cresta, the No 1. Soap, Eastenders, Donkey Kong the arcade 
classic, Future Knight, Space Harrier, the film spin off Top Gun, and we continue 
on Page 38 with the latest flight simulator Aero Jet, Legend of Kage, HypabalJ, 
Scalextric, and Super Cycle. 


[General: 


Page 4: All the news of whats happening in the Home Computer world. 
Page 8: Readers Section, including, Feedback, and Arcade Help Wanted. 
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fitorfal 

Welcome to our first 
edition of a new year, a little 
late perhaps but hopefully 
worth the wait. It has been a 
fairly slow start to the new 
year as far as software 
releases, which is probably 
not a bad thing so soon after 
Christmas with the obvious 
shortage of cash. 

With Christmas came 
the usual interest in board 
games with once again Trivial 
Pursuits being very popular 
but games like Scruples 
proving to be the big sellers. 
The UK board game market is 
currently on a high and to 
coincide with this has come a 
lame by the name of Brian 


Cloughs Football Fortunes 
which mixes both hbme 
computer and board game. 
We received the game 
recently and should have a full 
review in time for the next 
issue. On the basis of 
packaging its a winner! This is 
not the first attempt to mix 
computer and board game but 
it is thought by many to be the 
marker for future similar 
releases. Before we leave 
Brian Clough one 
disappointing aspect is that it 
is a 2-5 player game, this is a 
shame because a great deal 
of computer players play on 
their lonesome, although this 
fact seemed to have little 
effect on the sales of 
Domarks, Trivial Pursuit. 

On the hardware 


front, it appears to have beenS 
the +2 that has captured most] 
of the Christmas sales, and as 
a result we have even seen 
one or two +2 game releases 
which show hope for the 
future for owners of this 
machine. 

One thing we will 
encourage even more in 1987| 
is reader participation and it 
was nice to see arise in 
people writing over the 
Christmas period. What we 
also want to encourage are 
your articles and within this 
handbook we will explain fully | 
what we are after. We are 
sure that there are some 
budding journalists out there 
who are willing to send their 
thoughts for publication. 

See you nextish. 


SOFTWARE NEWS 

Argus had hoped to 
launch their Grange Hill game 
in early January but have now 
held back to February 19th. 
Grange Hill will be available 
on the Quicksilva label and will 
retail at £8.95 on the 
Spectrum, Amstrad and C64 
machines. 

Nexus have 
produced yet another 
American football simulation 
entitled Super Sunday. It is 
different from Superbowl and 
Headcoach as you are 
actually put in control of a 


DURELL U.S. BOOST 

It's nice to see some 
British titles going over to the 
States, as its usually one way 


player. It is initially available 
on the C64 at £9.95 with a 
Spectrum version possible in 
the future. 

Domarks next 
release is to be an arcade 
strategy game, entitled 
Sewer. The player has to 
overcome a sewer to rescue 
a person who is trapped. 
Sewer will be available in April 
for the Spectrum, Amstrad 
and C64, price £7.95 

Advance, publishers 
of Hardball on Spectrum and 
Amstrad formats have 
attained rights to convert 
Superstar Ping Pong to the 


traffic the other way. Durell 
have had 7 of their titles 
signed up by the US software 
house, International Computer 
Disc. The deal guarantees 


same formats. Advance are 
to put the game on a 
compilation to be entitled 
Indoor Sports which will also 
feature; air hockey and indoor 
bowls. The 4 game 
compilation will appear in 
February at £8.95 for the 
Spectrum and £9.95 on 
Amstrad. The C64 
compilation will only feature 
the 3 new titles at a price of 
£8.95. 

US Gold have won 
the rights to the latast coin op 
game, Metro Cross, and plan 
to release it in the spring on all 
major formats. 


initial orders of 20,000 units 
for Saboteur, Saboteur II, 
Sigma Seven, Thanatos, 
Deep Strike, Turbo Esprit and 
Chain Reaction. 
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CSD TAKEOVERS 

Creative Sparks 
Distribution has been given 
orders to bring at least 6 
software houses under their 
wing. It couldn't have got off 
to a much better start as it 
quickly acquired Mikro-Gen, 
no takeover figures were 
forthcoming. Mikro-Gen 


decided that the CSD 
takeover was the alternative 
to going bust although short 
term things looked OK. Mikro- 
Gen will continue to produce 
quality software with the 
benefits of a big distribution 
set up and may also supply 
CSD's budget label Sparklers 
with games in the future. 


GREMLIN A LITTLE 
BOARD! 

Gremlin's game 
Footballer of the Year is 
rumoured to be converted to 
a board game for release 


KIDS AID PROFIT 
MARGINS! 

Leading software 
houses are falling over 
themselves in a bid to have 
their latest titles on a new 
charity compilation. This at 
first sight appears strange as 
for instance the Amstrad Soft 
Aid tape did not appear due 


next Christmas. Gremlin do 
have the rights to produce a 
board game and it is thought 
that they will take up the 
option due to the current 
boom in the UK board game 
market. 

to lethargy on the part of 
software houses. Further 
investigation shows what 
could be the answer. The 
tape will sell at 9.95 with trade 
profit margins with the charity 
the NSPCC only gaining a 
percentage. So money in the 
bank for the contributing 
software houses, but perhaps 
we are being too harsh. 


MASTERTRONIC WILL 
GO TO COURT 

The Mastertronic 
against Gallup arguments 
continue, with things 
apparently taking a turn for 
the worse. Mastertronic are 
now threatening legal action. 
The straw that finally broke 
the camel's back were 
Gallup's statistics that claim 
only a 10% market share for 
Mastertronic who themselves 
claim between a 25 - 30% 
share, three times greater 


and a far more impressive 
figure. Gallup do admit to 
problems with their charts that 
do not reflect certain shops 
within which Mastertronic 
sales are high, but claim that 
Mastertronic are putting 
unfair pressure on to them for 
instance they are still in 
negotiation with Boots as to 
their figures being included 
which will reflect favourably 
on Mastertronic. The 
arguments continue and well 
keep you in touch. 


SPECTRUM XMAS N01. 

In the lead up to 
Christmas the Spectrum 
dominated the sales, and from 


December 13 - 27th it was the 
best selling format claiming 
46% of all machines sold. Its 
nearest and oldest rival the 
C64 achieved only a 24% 


GAUNTLET CHRISTMAS 
N01. 

The Christmas No 1 
was US Gold’s Gauntlet even 
with apparent bugs on the 
C64 version and the non 
acceptance of some joysticks 
for Spectrum owners meaning 
keyboard play only. 

Elite were the 

happiest software house with 
3 of their titles in the top six; 
Space Harrier, Paperboy and 
HitPak. Budget titles did not 
do very well, proving that 
cheapo's are not popular 
stocking fillers. Only 3 of the 
top 50 were budget games 
the best selling being Ollie and 
Lissafrom Firebird. 


FUTURE HANDBOOK 
PLANS.... 

As you can see from 
the new format, we are taking 
steps to improve the quality of 
our handbooks. However the 
quality that can economically 
be provided is limited by the 
size of our readership and 
contributions. In order to 
tackle this problem we are 
changing our marketing away 
from pure mail-order to 
availability in the shops. This 
requires us to publish all our 
handbooks together, in order 
to produce a marketing 
package for the retailer. As a 
result we have seen delays in 
this issue and it will also result 
in a delay in the next, so that 
we can put together the 
publication date of all our 6 
handbooks. _ 

share. Amstrad achieved 
12%, BBC/Electron 7.5%, 

Cl 6/Plus 4.5%, Atari 3.5% and 
MSX 1.5% with a massive 
0.5% between the rest. 
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Mr D takes a look at the 
TV/Film tie In success's 
and failures of 1986 and 
early 1987. 

1986 and even early 
1987 have shown that 
software houses feel it is very 
important to have a TV/film tie 
in for their games. Whether 
the software houses take a 
film and develop a 
game or take a 
scenario and fit it to a 
film is debatable, some 
of the resulting games 
have proved neither 
theory. In a home 
computer market that 
has to continually strive 
for new game ideas, 
film and TV give the 
benefit of a plot that 
can be used and give a 
feeling of familiarity to 
the player. Certain 
software houses now 
seem confident only if 
they have a link, so 
giving the feeling that 
they believe their 
games to be inferior if 
not sold on the back of 
a big name film or TV 
serial. 

One software house 
that appears to be suffering 
from this complex is in our 
neck of the woods. Ocean 
spent most of 1985 and the 
early part of 1986 being 
constantly criticised for not 
delivering games on time. 
Changes were made and all 
the fuss does appear to have 
died down. Perhaps Ocean’s 
biggest blunder was two of 
their TV tie in releases. Knight 
Rider and Street Hawk were 
a joke in that the games had 


been advertised up to 15 
months prior to their actual 
release in Mid 1986. Ocean 
were doomed to failure if 
these two games were 
anything less than perfect, as 
a result Knight Rider was 
abysmal and was slated by 
the computer press and 
Street Hawk was only 
average. Not being ones to 


Eastenders the blank 
Inlay hallmark of a rush 
Job! 

stand still these hiccups did 
not prevent Ocean continuing 
their TV link ups. Out came 
Maimi Vice to yet another 
mixed reception. Oceans last 
TV release of the year 
proved that a programme 
need not be currently showing 
for software houses to show 
an interest. Obviously a 
programme that had not been 
on for a number of years may 
still be familiar to the public 


and cheap to license. Ocean 
produced in our opinion their 
first fun game of '86 in the 
guise of It's as Knockout but 
still a lack of enthusiastic 
response from the computer 
press left Ocean wondering 
whether their TV link ups were 
right 

Ocean were not 
alone in their TV tie ups, 
Macsen achieved what 
was potentially the 
biggest coup of the 
year by gaining rights 
to the No 1 British soap 
opera Eastenders, with 
boasts of selling 
200,000 of the games 
they set about putting 
the game on all 
formats. An unusual 
move by Macsen who 
are well known for their 
TV quiz tie ups but are 
not exactly well known 
for their ability to 
program an arcade 
game. As a result with 
Christmas fast 
approaching they set 
about their task and 
managed just a week 
before Christmas to 
release probably their 
potentiaaly best selling format 
with a Spectrum release. The 
game is garbage and looks to 
be a rush job and even though 
the rush for Christmas release 
has passed we cannot see 
how they can improve much 
for the other formats, so be 
warnedl There have been 
some weak TV linked games 
but Macsen have probably 
the worst so far, note that 
Macsen say that this is Part 1, 
do not put in any pre-orders 
for part 2. 
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Although it is 

accepted that the majority of 
home computer players and 
purchasers are in the 12 -16 
age group it doesn’t stop 
software houses producing 
games based on TV shows 
watched by a younger 
audience. US Gold have 
taken the very popular 
Masters of the Universe and 
a Spectrum version appeared 
before Christmas with other 
formats promised soon. Elite 
known more for their video 
arcade conversions finally 
produced a revamped 
version of Scooby Doo, and 
Piranha have taken on Trap 
Door, a little known but funny 
10 minute children's 
programme and put it on 
computer format. All three 
being welcomed by computer 
players whatever the age. So 
proving that if the games are 
good enough the TV link up 
matters very little, after all 
there is no shame in admitting 
you enjoy playing Trap Door 
whether you are 6 or 60. 

It isn't just actual TV 
link ups that have been 
causing problems, TV 
companies have been quick to 
jump on software houses if 
there is any hint of a 
connection. Poor Domark 
released Splitting Image only 
to be threatened with court 
action by Thames who 
produce the satrical show 
Spitting Image. Domark 
climbed down, changed the 
inlays and renamed it Split 
Personalities. If there was a 


game that didn't need a link¬ 
up it was this, as it is was an 
excellent game. 

Getting away from 
TV one of the biggest 


ended up in the guise of 
adventure games, although in 
theory they are excellent 
subjects, for instance Gremlins 
in 1985 was one of the biggest 


earners must be the film tie up, selling adventures and is still in 
again software houses have demand. Activision had a go 


been very active in this field 
and once again top of the list 
are Ocean. After pretty 
feeble TV tie ups their first 
heralded release was 
Highlander, Ocean did not 
learn from their mistakes and 
produced yet another combat 
game with fancy wrapping. In 
fact any film plot was 
completely lost by Ocean in 
what must be one of the 
weakest links yet for any 
TV/film game. Fortunately 
Ocean have redeemed 
themselves with two recently 


with the release of Labyrinth 
but the game play which was 
neither standard adventure, 
strategy or arcade let sales 
down badly. Another notable 
film release converted to an 
adventure format was Return 
to Oz, once again US Gold 
were taking the younger end 
of the market. Return to Oz 
fell into the same trap as 
Labyrinth and it was hard to 
see at whom the game was 
aimed. 

As with TV a name 
did not have to be brand new 


produced film games, Stallone to have an impact. Dracula 
Cobra and Top Gun, both of finally made it onto the home 
which are good even if you 
take away the big names. It is 
very difficult to find any 


recent Ocean release without 
a tie in, even probably their 
best game of 1986, the Great 
Escape had obvious film links 
although a different name 
would have done no harm at 
all. 

Ocean are far from 
alone with their film tie ups, 
Activision carried on the trend 
with their Aliens release which 
was of very high quality, more 
recently Howard the Duck 
which will probably be slightly 
more successful as a 
computer game than it was as 
a film. Unusually TV and film 
plots have not regularly 


computer. CRL produced an 
adventure that was actually 
censored by the Board of 
Censors. This did no harm at 
all to the game sales, but 
started perhaps a new trend 
in censored home computer 
software. K was very hard to 
see whilst playing why it 
should warrant the 15 rating 
but there you go the 
guidelines have been set. 

Before I leave the 
media/computer link up spare 
a thought for the first radio 
show to be transferred to the 
computer, in the shape of The 
Archers. A strange subject to 
convert, Mosaic did to a 
mixed reception and justifiably 
mediocre sales. 
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Far from dying out 
the links will continue. 
Obviously it is nice for a 
software house to win an 
agreement but they must still 
remember that they are in the 
business of entertainment, and 
as such the final product 
should be every bit as good 
as the packaging. Ocean are 
one of if not the biggest UK 
software house but it is very 


easy to fall from grace. They 
do appear to have lost 
confidence in their games and 
feel safe if they have the 
TV/film tie in. A good game 
will sell regardless of title and 
perhaps Ocean should spend 
a little more on the game 
content of the product in 
preference to obvious costs in 
securing the rights to film 
titles. Let's face it the buying 


public are now painfully aware 
that a big name does not 
guarantee a good game and 
software houses like Ocean 
have to take their share of 
the blame for causing this 
problem. 

Whatever happens in 
1987 we will see the good, the 
bad and the ugly, now there's 
a film tie in!. 


Readers Section 


Arcade Help 
Wanted 

R. B. Grove of 21, Burnham 
Rd, Knap Hill, Woking, Surrey, 
GU21 2AE. is after a little 
prog that will enable him to 
change the blue and yellow 
loading lines on his own 
programs to another colour, 
or to any other visual effect. 
Anyone help? 

P Grog of 126, Kirriemuir ave, 
Glasgow, G52 3DW. is after 
working pokes on Rockman. 

Our own hacking star Jon 
North is after a poke to 
bypass the colour code on Jet 
Set Willy. If anyone has it 
please send it in to the 
handbook and we will inform 
Jon. 


D.R. Nethercott of 28, 
Cranberry Walk, Coombe 
Dingle, Bristol, BS9 2RB. is 
wondering whether there is a 
small routine that can be put 
into the headers of games 
that just require pokes to be 
added before the Print Usr or 
Rand Usr statements, asking 
whether you want infinite lives 
etc. So as the tape does not 
have to be stopped. So after 
the last Load "" Code, he 
requires a small routine that 
asks what cheats, if any are 
required. He knows this will 
only apply to the older type of 
game, but he is after 
purchasing a Disc Drive and 
would like this option when he 
copies a lot of his games. 

Also he has a number of M.l. 
copied game and wonders 
whether he can add J Norths 
pokes to the header, he has 
had no luck thus far. 


128/+2 Books. 

Help Wanted 

Mr. C Smith of 31 
Sturton Grove, Illingworth, 
Halifax, HX2 9EE. has just 
acquired a 128/+2 Spectrum 
and would appreciate any 
help in locating suppliers of 
useful books relevant to the 
machine. His book shops have 
offered no help at all. 


Originality & 
Authenticity 

It is not possible to 
check the originality and 
authenticity of all the items 
enclosed within this handbook. 
If you do have any queries or 
problems, please write and we 
will endeavour to answer any 
requests that are made. 
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Reader Feedback 


We received the 
following Christmas tale from 
B Pell: 

Wiping the sleep 
from my eyes every morning, I 
wait with bated breath for the 
postman to call. Throwing the 
Christmas cards aside I 
search for the issue of your 
magazine. Days go by, 
Christmas draws nearer and 
still it hasn't arrived. Christmas 
pudding, the Chicken wont be 
the same without a good read. 
Then even without the aid of 
Santa it fell, with a louder plop 
onto my mat. Void of any 
ribbons or fancy paper just its 
normal plain brown envelope. 

I ripped it open. Sitting down 
comfortably in the armchair I 
start to read. I expected the 
usual letters, game, hints and 
maps, the list goes on 
endlessly, all good and just 
great, but I found your new 
end of year magazine left me 
with a bang. My side split, my 
jaw ached, everyone at home 
looked at me in amazement. 
What could I find interesting 
to read in a H & D magazine 
never mind laugh at. Laugh I 
did, in 1986 I’d finally flipped 
my lid. 

The graphics are first 
class, keep up with the wit and 
reviews. I didn't know how I 
was going to get through 
Christmas with the Micro 
cloied down because of the 
films on the tele, food, and 
playing with all my kids toys. 


Just to see if they work that is! 
Roll on 1987 and the next 
mouth watering edition. 

I've just got my sticky 
hands on a copy of Space 
Harrier, for your arcade fans 
it is the fastest thing I have 
played on the Speccy. I have 
only just managed to get to 
level two. The graphics are 
pretty good although the 
sound leaves a little to be 
desired but you canl have 
everything. I have really 
gotten into your magazine, 
value for money its next to 
none. Also here are a few 
more funny items to go with 
the ones you put in last issue. 

Acoustic Coupler - A handy 
device that allows a child to 
rob a bank or start a World 
War. 

Array - What you shout when 
your program works first time. 
Basic - A simple language for 
beginners with commands like 
def fn, abs, chrs. 

Binary Dump - Where you put 
the computer a week after 
Christmas. 

Chips - What you eat 
between games. 

Computer tape - Used to 
attach a Sinclair Ram Pack to 
aZX81. 

DIM - How you feel after 
seeing a program written by 
your seven year old son. 

Error - What you make when 
you enter a computer shop 
just for a look. 

Hertz - How your fingers feel 


after 5 minutes on a ZX81 
keyboard. 

Laser Printer - Goes very 
fast, but still prints wrongly. 
Machine Code - A language 
that can make the aliens fire 
three times faster. 
Microdrives - A car racing 
game for your micro. 

RAM - What you do to the 
side of your micro when it 
won't work properly. 

Tablet - What you take after 
reading the manual. 

Thanks for a good year, hope 
the new one is even greater. 

H & D Comment 

Well another satisfied 
customer. As for Mr. Pells 
Laser Printer jibe, this 
handbook has been put 
together with the help of one, 
a very dear one at that. What 
do you think? 


Wafa/Microdrive 
Users Club 

L Quentin of Koning 
Albertstraat 51,1600 St. 
Pieters-Leeuw, Belgium. Is 
keen to start a 
Wafa/Microdrive User club, 
with plenty of useful routines 
Address all letters to 
W/Mdive User Club, address 
as above. The club is open tc 
readers within Europe only 
and he will respond to all 
letters. 
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f GAME REVIEW N 
SECTION 


The Scoring System: 

Between 90-100% H&D Rave 
Between 80-89% Excellent 
Between 70-79% Very Good 
Between 60-69% Good 
Between 50-59% Average 
Between 40-49% Poor 
Between 30-39% Rubbish 
\Between 00-29% Garbage J 


Title : TERRA CRESTA 
Publisher: Imagine 
Address : 6 Central St, 
Manchester, M2 5NS. 

R.R.P. : 7.95 
Game Type : Arcade. 

Imagine link up to 
produce another arcade 
conversion compliments of 
Nitchibutsu. Terra Cresta is 
the name of your Space 
fighter. Your mission to 
eliminate alien forms, rockets, 
missiles, and buildings on the 
planets surface. You must 
destroy numbered sib’s so 
that you can pick up further 
pieces of your ship to make it 
bigger and better, until 
ultimately you obtain formation 
mode, then and only then can 
you hope to destroy the 
ultimate evil force sent against 
you. 


Another in a bng line 
of birds eye view shoot em' 
ups to keep the arcade fans 
happy. Again they choose to 
waste about half the playing 
screen on scores and logo’s 
giving you a reduced area to 
play in. What happened to the 
top of the screen showing 
your status and score. Groans 
aside this is an excellent 
conversion and should keep 


the joystick bashers happy for 
many a long hour. 


Terra Cresta - The 
Scores 
Graphics 82% 
Playability 84% 
Addictiveness 88% 
Lastability 91% 

Value For Money 88% 
H&D Rating 88% 


Title : EASTENDERS 
Publisher: Macsen 
R.R.P. : 9.95 
Game Type : Arcade 

Well Eastenders is 


number one in the T. V. charts, 
nearly every member of the 
cast is trying to get into the 
record charts with 
astonishingly a complete 
Wally making it to No 1. 


Macsen not known for their 
Arcade games but better 
known for their T. V. quiz link 
ups have produced what they 
have said will go to No 1 in the 
computer software charts with 
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boasts of 200,000 
targetted sales! 

The game is 
actually called 
Part 1 the Arcade 
game, so 
obviously follow 
ups and an 
adventure appear 
to be planned. 

The game as 
you’d expect 
revolves around 
life in Albert 
Square. You 
control a small 
figure who's 
unenviable task is 
to help out 
everyone in the 
square. This 
means washing at 
the launderette, 
feeding Martin 
Fowler, serving in 
the Queen Vic, 
weeding the 
allotment, ordering 
fruit from the 
wholesaler, and 
helping out at Oz 

cabs. 

The first playing 
screen shows you, and the six 
locations in the square, when 
you visit one the screen 
switches to the view in that 
location. Also you have icons 
to tell you the status of each 
location ie. if green 
everythings OK, but once 
they start turning amber then 
red then there are a few 
problems that need to be 
sorted out. So basically the 
game entails you visiting each 
location and sorting out any 
problems with speed being of 


the essence. The aim is to 
keep every one happy which 
scores points, but should you 
upset too many people then 
the game will end. 

We actually changed 
T.V.'s with this one as we 
couldn't believe that the 
graphics could be so bad, but 
they were. Game play is 
terrible and so utterly boring 
you would have to go back 3 
or 4 years to find a 
commercially available game 
programmed so badly. The 
game is very simple to get into 


but why bother, 
i Without the 
Eastender link up 
there is no doubt 
that this effort 
would not have 
seen the light of ' 
day even as a 
budget title. 

The game 
was released on 
the Spectrum just 
in time for 
Christmas and the 
whole package 
has the markings 
of a rush job and 
without doubt 
many have been 
conned into buying 
the game as a 
Christmas present. 
Games like this 
can ruin a 
Software Houses 
reputation. 

Macsen have 
made a major 
error in releasing 
this horrible effort 
and they deserve 

a good rollicking. 

Eastenders the 
computer game is a flop donl 
touch it with a barge pole, I’d 
even prefer to listen to 
Wicksy sing, Yuk! 


Eastenders - The Scores 
Graphics 31% 

Playability 62% 
Addictiveness 32% 
Instability 28% 

Value For Money 15% 

H & D Rating 22% 
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S{ & P) Software Safes 

We stock all the latest in game releases and can offer as 12.5% discount on R.R.P. 

Below is a sample of just some of this months big name releases. 

Butch Hard Guy by Advance %$jp. 7.95 Our Price 6.9$ 

If you thought Rambo was tough then you have never met Butch, who 
makes Rambo look like a kitten. He's recruiting for a dangerous mission and if you've got 
what it takes you can join him as you guide him through 20 gruelling screens in this Advance 
arcade adventure. 

Impossaball by Hewson pjxjp. 8.95 Our Pnct 7so 

Hewson present the latest in bouncing ball games, as you must guide 
the impossaball through the corridor of doom within a set time limit. A fast action game that 
carries on where games like Trailblazer left off. 

Fist II by Melbourne House 8.95 Our Price 7so 

The legend continues as you a young disciple descended from the 
Grand Master, roam a land full of danger, in the pursuit of the evil warlord who will send 
many creatures to hinder you. Exploding Fist fans should not miss it. 

10th Frame by US Gold 7JSJP. 8.99 Our Price 7.84 

A must for the many ten pin bowling fans up and down the country 
although the US Gold release should be enjoyed by all sports fans. Play solo or take on a 
friend in this quite unique simulation. 

Ace Of Aces by US Gold %,%P. 9.95 Our Price 8.70 

Chocks away skip and enjoy this latest arcade flight simulation that has 
you in the cockpit of the Mosquito an R.A.F. fighter bomber of World War II. Take on the 
Germans, sink their U-boats, outrun their V-1 rockets, down the Nazi bombers, and stop the 
enemy trains in this excellent US Gold release. 

Top Gun by Ocean %XP- 7.95 Our Price 6.95 

Ocean put you into the seat of an F-14 Tomcat of the American Navy. 

Go head to head with your enemy and attempt to blast it out of the skies. Play the 
computer or a friend and enter the danger zone! 

There are dozens more games that we are unable to mention . We stock or can 
get hold of almost any commercial software tape or disc, so don't worry about 
the fact that we may not mention it, rill in the form with your requirement and 
send it off. You will be informed by return post if there are any problems with 
your order 

(ALL QUOTED PRICES ARE FOR UK CUSTOMERS ONLY) 

REPUBLIC OF IRELAND CUSTOMERS - add 15%, plus a further 25% unless payment is 
made in £ Sterling. 

OVERSEAS CUSTOMERS - Payment in £ Sterling - For surface mail delivery please add 
15% to all prices. For Air Mail delivery this may vary so please write to confirm price. 

(See sales order form on page 43) 


Page 12 







Title : DONKEY KONG 
Publisher: Ocean 
Address : 6 Central St, 
Manchester, M2 5NS. 

R.R.P.: 7.95 (Spec), 8.95 
(C64, A ms) 

Game Type : Arcade. 

Ocean have linked 
together with Nintendo to 
bring us the age old classic 
Donkey Kong. The beautiful 
maiden has been kidnapped 
by Donkey Kong who takes 
her to the top of some steel 
scaffolding. You play the role 
of Mario the carpenter who 
aims to save the poor maiden. 
As he climbs Marb must 


dodge and bbck all sorts of 
objects thrown by the evil 
Donkey Kong. Up and up he 
must go in his quest to rescue 
the poor maiden. 

We doubt very much 
whether there is anyone out 
there who has not seen no 
matter played the Kong style 
game. In the early days of 
home computing Kong 
lookalikes were all over and 
computer magazines were full 
of Kong listings. Overall 
worthy Kong clones were 
very few and far between and 
it takes a brave man to 
release one after all this time. 
Ocean have risen to the 


challenge and anything less 
than a perfect conversion will 
mean criticism for Ocean. 

Fortunately for 
Ocean and the people to 
whom this game may appeal it 
is the best version we have 
certainly seen in the precise 
Kong format, but this 
unfortunately will not 
guarantee success for the 
product. There is the feeling 
that due to the length of time 
that has passed since we saw 
a game of this style that it may 
appear fresh for someone 
coming back to play it. Here 
at H & D it was nice to see a 
good effort but the game was 
so dated that no one who 
looked at it got the urge to 
keep sending Mario back for 
more. There are certainly 
other games around at the 
moment that warrant more 
time spending on them, even 
one or two from the makers of 
this, Ocean. 

The game is perhaps 
aimed to tempt those people 
who are new to computing to 
buy a familiar name, this would 
be a shame when you look 
around and see what is 
currently available. A nicely 
packaged game with 
sentimental value that Kong 
fans will probably adore, as 
far as the rest of us it is just a 
step backwards in computer 
game playing. 

Donkey Kong - The 
Scores 
Graphics 82% 

Playability 77% 
Addictiveness 64% 

La stability 68% 

Value For Money 63% 

H & D Rating 66% 
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Title : FUTURE KNIGHT 
Publisher: Gremlin 
Address : Alpha House, 10 
Carver St, Sheffield, Si 
4FS. 

R. R.P. : 9.95 
Game Type : Arcade 
Adventure. 

You take on the role 
of Randolph and your quest is 
to rescue your beloved 
maiden from the evil clutches 
of Spegbott the Terrible. The 

S. S. Rustbucket was carrying 
Princess Amelia when it 
crashed on planet 2749 of the 
Zragg system. The Princess 


has been captured and you 
answer the S.O.S. You pull on 
your all purpose attack suit 
complete with laser and rush 
to your local teleport station. 
Three blips later you are on 
the S.S. Rustbucket and your 
quest has begun. You have to 
fight your way through twenty 
gruelling levels to reach the 
surface of the planet then 
battle against mystical 
creatures to reach Spegbotts 
castle. There you must 
confront and defeat him to 
save Amelia. 

Future Knight is your 
standard 2d style Arcade 


Adventure. You control your 
little man who moves around 
the interlocking screens 
blasting nasties and searching 
for objects to help him in his 
quest. All objects have a 
specific use ie. the bridge 
spell will build a bridge over 
lava and also give you an 
extra man. You do not have 
the problem of trying to 
decide what to do with certain 
objects just the problem of 
trying to find them in the first 
place. 

The playing area is 
very large if a little repetitive 
and game play can become 
just a little tedious. 

Gremlin can produce 
some pretty innovative stuff, 
but this appears to be a step 
backwards as far as they are 
concerned. A nice Arcade 
Adventure that is very 
playable, but somehow we 
expected something more 
from Gremlin. 


Future Knight - The 
Scores 

Graphics 76% 
Playability 78% 
Addictiveness 69% 
Lastability 71% 

Value For Money 63% 
H & D Rating 66% 


Title : SPACE HARRIER 
Publisher: Elite 
Address : Anchor House, 
Anchor Rd, Aldridge, 
Walsall, WS9 8PW. 

R.R.P. : 7.95 (Spec), 8.95 
(Ams), 9.95 (C64). 

Game Type : Arcade 


Another in a long line 
of Elite arcade conversions. 
The latest Sega conversion is 
Space Harrier which has you 
in the guise of a seasoned 
spacewar veteran. Your 
mission to save the DRAGON 
land which is occupied by 


barbaric and evil creatures 
controlled by supernatural 
phenomena. 

One thing that hits 
you immediately about the 
game is the playing screen. 
You control your hero who 
flies into many dangers. 
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The creatures and 
objects fly towards 
you and you almost 
expect them to fly 
out of the screen and 
past your head. You 
move your man left 
and right, up and 
down and have to 
avoid and blast the 
objects that come 
flashing towards you. 

There are 

various levels to the 
game and as you'd 
expect things can 
get pretty hectic. 

The game purely 
relies on your ability 
to dodge weave and 
blast and as such will 
not appeal to those 
who like a little time 
to think about their 
moves. The action is 
fast and calls for 
quick joystick 
reactions and 



arcade zapping 
fans will not be 
disappointed. 

The 

screens at times 
appear to be a 
little too full and it 
is sometimes very 
easy to misjudge 
your position and 
end up flat on 
your back on the 
ground. You’ll 
either thrill to the 
fast action or 
hate it. 

Space Harrier 
• The Scores 
Graphics 75% 
Playability 63% 
Addictiveness 
72% 

Instability 82% 
Value For 
Money 77% 

H & D Rating 
78% 


Title: TOP GUN 
Publisher: Ocean 
Address: 6 Central St, 
Manchester, M2 5NS. 

R.R.P.: 8.95 

Game Type : Air Combat 

Ocean tend to make 
a habit of film tie ins these 
days and this is the latest Top 
Gun broke box office records 
in the U.S.A. and drew crowds 
in to the cinema's over this 
side of the pond. The films 
been No. 1, the theme songs 
been No. 1 so whats in store 


for the game. 

You play the role of 
Maverick a top American 
Navy pilot, your plane is the F- 
14 Tomcat It is a one or two 
player game and your aim is 
to engage the enemy and 
destroy three of his craft 
before you lose three of 
yours. The one player mode 
enables you to progress 
through levels whilst the two 
player mode only allows you 
to battle it out with a friend 
both of you starting with 3 
planes. The winner is the one 


left flying. 

At your disposal you 
have 3 weapon systems which 
must be chosen at will. The 
Machine Gun/Cannon 
requires you to make 25 
direct hits on the enemy for 
you to blow him up. The 
Sidewinder Missiles require 
you to fix the enemy in your 
sights for a period of 3 
seconds. The Sidewinders are 
heat seaking and when fired 
lock on to the enemy. Only 
one direct hit is needed to 
destroy the craft Your final 
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weapon system Is in fact a 
defence against the heat 
seaking missile. Flares can be 
fired to confuse the missiles 
but firing must be timed 
perfectly. Also the missiles 
burn themselves out after 20 
seconds so skilful flying is also 
a defence. 

That is basically the 
game and it must be said that 
apart from flying an F-14 
Tomcat its links with Top Gun 
are fairly weak. There are 
two playing screens, the first 
just shows both craft taking 
off from their respective 
Aircraft Carriers and the 
second main playing screen is 
where the split screen action 
takes place. The two screens 
contain your instrument panels 
and an artificial horizon. Quite 
simply the view is pretty 
boring and only gets 
interesting once the enemy 
plane comes into view. At any 
time you can use your radar 
to view the wherabouts of the 
enemy and also your altitude 
is important as you climb or 
dive to meet him. It is not 
unusual to find yourself 
looking at your opponents 
cockpit view and indeed it 
does help you to take evasive 
action as at times you may not 
be able to see him but a 
glance at his screen shows 
you that you are in his sights. 
This obviously spoils the 
realism but doesn't effect the 
overall game play. 

Top Gun is perhaps 
slightly better in two player 
mode and is certainly a 
reasonable air combat arcade 
game. There are not too many 


flying problems to worry about 
ie. It is virtualy impossible to 
stall and this allows you to 
concentrate on flying and 
blasting. There are better air 
combat games about and 
without the Top Gun link it 
would be doubtful as to 
whether this would feature 
high in the game charts. The 
more you play the more 
addictive the game becomes. 
All credit to Ocean marketing 
who have taken an average 
game and potentially made it 


a good seller. 

Forget the film tie in 
and go try to pick yourself up 
a cheap copy of ACE or 
Strike Force Harrier. Failing 
that you could do a lot worse 
than this reasonable effort. 

Top Gun - The Scores 
Graphics 62% 

Playability 86% 
Addictiveness 87% 
Lastablllty 68% 

Value For Money 66% 

H & D Rating 67% 
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Game Playing Hints Section 


H Hart offered the 
following early hints on the 
latest Ocean release. 

Top Gun 

Always try to put 
your thrust to three quarters, 
this should suffice for most 
battles. 

Against early 
opponents switch to 
Sidewinder missile option as 
this is very successful with 
your computer opponent 
being very sluggish to react 
against it. 

Always keep an eye 
on your opponents cockpit 
view, if you see him getting 
you in his sights then take 
evasive action. When taking 
evasive action it is always 
better to Bank and Climb or 
Bank and Dive otherwise it is 
easier for your opponent to 
react and keep you in his 
sights. 

It is best to avoid 
attacking head to head as 
both can get successful hits 
and it is a matter of luck as to 
who survives. 

Never prolong air 
battles, if you make an attack 
get a few hits in first and then 
get away as quickly as 
possible before he can react. 

. It is imperative that 
on the early levels against the 
computer that you learn how 
to control your craft as on 
higher levels you will only 
survive by making good use 


of your flares and being able 
to manoevre your craft out of 
danger. 


our thanks to Donald 

Hay for the following 
routines. 

Masters of the 
Universe 

Merge header and add line 

45. POKE 25451,201 for 
infinite time. 

S.A.S 

(Operation 

Thunderflash) 

Merge the header and stop 
the tape immediately the 
"OUT OF MEMORY" 
message appears. NEW the 
computer and then enter the 
following program and play 
the rest of the tape. 

10 CLEAR 65535 

20 FOR F - 23296 TO 23313 


30 RANDOMIZE USR 23296 
40 DATA 221,33,84,136,17 
,255,0,62,255,55,229.195,86 
,5,13,252,0,0 

50 FOR F - 35155 TO 35167 
: READ A: POKE F, A: NEXT 
F 

60 POKE 34924,205: POKE 
34925,83 : POKE 34926,137 


70 RANDOMIZE USR 34900 
80 DATA 62,182,50,174,124 
,62,201,50,47,133,1,95,224 
,117 

This gives unlimited steps and 
immortality. 

Scooby Doo 

10 LOAD ""CODE 
20 POKE 64026,205 : POKE 
64027,220: POKE 
64028,250 

30 FOR F = 64220 TO 64227 
: READ A: POKE F, A .NEXT 
F 

40 RANDOMIZE USR 64000 
50 DATA. 62,0,50,232,134 
,195,168,97 

Enter above and play the 
tape from start for invincibility, 
except if you tread on a skull, 
but these are simple to jump 
over. 


Vampire 

10 CLEAR 28670 : BORDER 
0: INK 0: PAPER 0 


65454,210: POKE 65455,255 
40 FOR. F - 65490 TO 
65497: READ A: POKE F, A : 
NEXTF 

50 RANDOMIZE USR 65400 
60 DATA. 62,30,50,245,110 
,195,16,134 

Gives invincibility against most 
of the nasties. 


LUAU UJUfc 

j_READ A: POKE, F, A: NEXT 30 POKE 65453,205 : POK 
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Our thanks to P 
Marwood for the 

following 

Nightmare Rally 

When asked for your name, 
type in any of these to be 
magically transported. 

Level 4 - Symbola 


RANDOMIZE USR 24576: 
FOR A = 23446 TO 23458: 
READ B : POKE A, B : NEXT 
: LOAD”"CODE: 
RANDOMIZE USR 23424 
20 DATA 175,50,72,244,50 
,212,244,50,207,244,195 
,128,92 

The Incredible 

Shrinking 

Fireman 


DROP YELLOW KEY, GET 
PART 2 OF RACK, GET 
APART 5 OF RACK, LEFT 6 
TIMES, THEN GO UP TO 
COMPLETE THE GAME. 


Rasputin 

Pause the game, press CAPS 
SHIFT and L and then type in 
LENIN for unlimited life force. 


Level 9 - Chevron 
Level 12 - Avenue 
Level 14 - Exhaust 

When you press SYMBOL 
SHIFT and Q and go into 
turbo mode, let all the level go 
through. Do not press 
SYMBOL SHIFT and Was 
your car acts as though one 
of the tyres has blown and this 
cannot be remedied. 


Ged 

Witherington 

chipped in with the 
following: 

1985 


5 REM up to 255 lives by 
Gez 

10 INPUT "number of lives? (1 
255)”; h 

20 IF h > 255 or h < 1 THEN 
GOT010 

30 LOAD""SCREENS: 
LOAD""CODE 
40 POKE 49852, h 
50 RANDOMIZE USR 59600 

Cyberun 


5 REM infinite lives by Gez 
10 LOAD""CODE: 


The solution given in the 
Crash Christmas special is not 
fully correct, here is the 
complete solution to the game: 
RIGHT, PICK UP IDENTITY 
CARD, RIGHT 7 TIMES, GET 
FIREMAN'S AXE, RIGHT 
TWICE, GET SKELETON 
KEY, LEFT 7 TIMES, UP, 
LEFT TWICE, UP, GET SET 
OF KEYS, DOWN, RIGHT 
TWICE, DOWN, RIGHT 9 
TIMES, UP, GET PART 2 OF 
THE RACK, DROP 
FIREMAN'S AXE, DOWN, 
GET BLUE KEY, LEFT, UP 3 
TIMES, DROP SET OF KEYS, 
GET PART 5 OF THE RACK, 
DOWN 3 TIMES, LEFT 5 
TIMES, DROP PART 2 OF 
RACK, DROP PART 5 OF 
RACK, LEFT 3 TIMES, UP, 
RIGHT, GET YELLOW KEY, 
.LEFT, DOWN, LEFT TWICE, 
GET RED KEY, LEFT, UP, 
RIGHT TWICE, DROP 
IDENTITY CARD, GET PART 
4 OF RACK, DOWN, RIGHT, 
DOWN, RIGHTTWICE, 

DROP SKELETON KEY, 
DROP RED KEY, DROP 
BLUE KEY, PICK UP PART 3 
OF RACK, LEFT, DOWN 
THREE TIMES, RIGHT 
TWICE, GET PARTI OF 
RACK, LEFT TWICE, DOWN, 


Robin of the 
Wood 

Merge"" the tape and enter 
POKE 49911,0 behind the last 
Randomize USR statement for 
infinite lives. 

Sweevos World 

MERGE "" the tape and 
enter POKE 37008,255 
behind the last Rand USR 

statement for 255 lives. 

Terra Cognita 

10 PRINT AT 16,0 : INK 8 : 
PAPER 8 : FLASH 8: BRIGHT 
8: OVER 1 : LOAD ""CODE 
16384: LOAD “"CODE 
20 POKE 50615, 0: POKE 
50616,0: POKE 44486,0 
30 POKE 45004,0 
40 RANDOMIZE USR 30000 

Footballer of 
the Year 


Don't buy goal cards 
buy incident cards. With 
incident cards you are often 
given free goal cards and 
they are a lot cheaper. 
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Scott Moore 

supplied the following help. 

Breakthru 

When jumping over 
rocks on the first level, jump at 
the last possfole moment and 
move in the air to avoid the 
trucks. 

When on the tanks 
move around the screen 
avoiding them, (as you cant 
shoot them) and carefully 
dodge the rocks. 

There are two 
parachutes, which are 
collected by jumping, one 
gives you extra points and the 
other stops the enemy firing at 
you. There is a bug in the 
game when starting a level 
move down and jump, and you 
will be in a place where you 
are invincible. (This bug has 
only been found on the C64 
version of the game.) 

Gauntlet 

While on your wanderings you 
may find: 

Food - when 
collected they give you a 
bonus and increase your 
health by 100. They cannot 
be shot. 

Drink- when 
collected they give you a 
bonus and increase your 
health by 100, but 
unfortunately they are 
destroyed by your shot 

Poison Drink-\h\s 
looks a bit different to normal 
drink and when collected, 
loses you 100 health and a 
potion if you have one. 

Keys - give you some 


points when collected and are 
used to open doors. 

Treasure -gives you 
a bonus when collected. 

Potions - the blue 
potions and yellow potions 
give the same effect, 
destroying monsters on 
screen, but blue potions can 
be shot. When shot their 
effect is less powerful than 
normal. 


Grunt 

yes 

yes 

yes 

Demon 

yes 

yes 

yes 

Lobber 

yes 

yes 

yes 

Sorceror 

yes 

yes 

yes 

Death 

no 

no 

yes 




Necklace - when 
collected it gives you 
invincibility for a fair amount of 
time. 

Tnaps-they are blue 
glowing spots on the floor, 
and when stepped on they will 
make some walls disappear. 

Transporters - these 
transport you to the nearest 
transporter. 

Ghosts- they hit you 
once then they go away, but 
they cause a lot of pain. 

Grunts -they run up 
to you and start fighting you, 
but can be disposed of with a 
shot. 


Some walls are 
destructable, and when shot 
will create a space. When 
you enter a part of the maze, 
always try to disable the 
generators to stop any more 
nasties coming. 

If you try to chase after 
Jobbers, they will run away so 
get them into a dead end and 
give them the treatment. 

You are given a choice of 4 
characters. To help you 
choose here are the 
character powers. Marks are 
given out of 5. 

Thor Thyra 


Demons - when they Merl Ques 
see you they will attempt to 

throw fireballs at you, and Armour 4 5 

when they are close they bite. 1 2 


Sorcerers - they turn 

Shot Power 5 

1 

invisible when they are 

4 1 


chasing you and when they 

Hand - Hand 5 

3 

are invisible they cannot be 

1 2 


shot. 

Magic 1 

2 

Death - if he touches 

5 4 


you he will drain your health, 
but he will die after he has 

TOTAL 15 

11 

taken about 400. He can only 
be killed by magic. 

11 9 


When playing on 

Creature rtHand Shot 

your own it is best to choose 

Magic 

Merlin as he has good shot 
power and most importantly, 

Ghost no yes 

excellent magic. Thor is good 

yes 

with Merlin on a two player 
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game. 

Occasionally you may 
find potions which differ from 
normal ones. These are 
potions which act normally 
when shot, but when collected 
give the player special 
powers, like extra armour, 
magic power, shot speed,etc. 
Normally you can only pick up 
10 items, any more and you 
are full up and unable to carry 
more, but if you pick up an 
"extra pick-up power" potion, 

15 objects can be carried. 

There are a few bugs 
in the game. If 2 players are 
in a game, stay close together 
because if you are at 
opposite sides of the screen, 
one player might disappear 
making the game crash. Also 
if you get to level 50+ and 
your health is in the 9000's be 
carefull When it goes past 
9999 it resets to zero, ruining 
your game if there isn't a tot of 
food about. 

On some levels, shots 
injure or stun players so watch 
out. If your character has no 
keys left don't despair. Just 
stay still for a while and all 
doors of the level will open, 
and if you wait longer the 
walls will change into exits! 


Paperboy 

Cars 

These appear at the 
beginning of the road. To 
avoid, ride on the pavement 
or push the bike as far right as 
possible. 

C5’s 

When first seen they 
are stationary, but as you 
approach them, they move 


into the road. 

Dogs 

They lie in wait of you 
and when you come near they 
rush up the road. 

Diggers 

They are stationary 
obstacles and usually occupy 
the pavement, but on Sunday 
they appear on the road. 

Skate boarders 

Mostly occupy the 
pavement but also ride on the 
road. 

Radio-controlled cars 

At the beginning of 
the week there is only 1 , 
Tuesday there are 2 and later 
in the week there are 3. The 
besr tactic to avoid them is to 
simply rush past them, but 
stowing down to deliver to a 
house. 

Tyres 

There is one at the 
fifth house and a few after the 
crossroads and they are 
simple to avoid. 

Hells Angels 

There is one which 
rides up and down the 
crossroads and another which 
walks on the pavement. 
Topless Man 

He appears at the 
first house and gives no 
problems. 

Blue Men 

They run out of the 
second house onto the road. 
Woman with Rolling Pin 
She appears on 
Saturday and runs out onto 
the road after you 
Dancers 

They appear from 
Friday onwards and run on 
the pavement and on the 
road. 


Death 

He comes out of the 
end house on Saturday. He 
moves across the scree*. 
attempting to kill you with a 
scythe. 

Hitting the objects on 
the street gives you points to 
add to the breakage bonus 
which is given at the end of 
the training course. Your * 

bonus is multiplied by 100 . * 

The breakage bonuses for 
breaking objects are : f 

Windows +1 
Gravestones +1 
Lamps +2 
Dustbins +3 

Bird baths +3 * 

Breaking subscribers windows 
-5. 

Trail blazer 

Red squares - stow 
you down to minimum speed 
Cyan squares - 
reverse the controls 

Blue squares - make 
your ship bounce 

Green squares - 
increase you to maximum 
speed 

Purple squares - stop 
your ship 

White squares - let 
you warp and complete the 
course in a few seconds but 
be careful, if you touch a 
purple, black or red square 1 

your warp will stop. 

Brown squares - 

normal playing squares 4 

Black squares - these 
are holes in the track so save 
time by avoiding them. 

Save jumps on early 
tracks for later ones, as they 
will be needed. 
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Once again Jon 

North delves into his 
lucky bag and pulls out the 
pokes. 

1942 

Infinite lives and rolls, play 
from the start. 

10 REM 1942 by Jon North 
20 CLEAR 64999 : LOAD"' 
CODE 

30 POKE 65332,237: POKE 
65333,255 

40 FOR < - 65517 TO 65526 
: READ a: POKE f, a: NEXT f 
50 RANDOMIZE USR 65288 
60 DATA 175,50,54,182,50 
,248,204,195,47,204 

Multiface 1 owners can: 

POKE 46646,0 for infinite rolls 
POKE 52472,0 for infinite 
lives 

Cop Out 

Infinite lives, play the tape 
from the start: 

10 REM CopOut by ton 
North 

20 CLEAR 65535 

30FORf = 3e4T030016: 

READ a: POKE f.a: NEXT f 

40 DATA 205,86,5,221,33 

,74,253,17,0,2 

50 DATA 62,255,55,205,86 

,5,201 

60 RANDOMIZE USR3e4 
70 POKE 65099,8: POKE 
65175,0 

80 POKE 65251,0: POKE 
65289,0 

90 FOR f - 65083 TO 65093 
: READ a: POKE f,a: NEXT f 
100 DATA 243,49,0,0,42 


,75,92,17,28,0,25 forever* infinite lives 

110 FOR f = 65313 TO 65319 clear * immortality 
: READ a : POKE f.a: NEXT f show * a demo of screens 
120 DATA 175,50,42,138 after showing the score 
,195,148,91 system instead of going back 

130 RANDOMIZE USR 65083 to the menu. 


Multiface 1 owners can: 

POKE 35370,0 
for infinite lives. 

Full Throttle 

10 CLEAR 65275: FOR f * 
65276 TO 1e9: READ a 
20IF a*999THEN 
RANDOMIZE USR 65276 
30 POKE f,a: NEXT f 
40 DATA 205,86,5,221,33 
,86,234,17,28,1,62,255,55 
50 DATA 205,86,5,72,255 
,50,70,235,205,114,234 
60 DATA 175,50,105,176: 
REM Track 

70 DATA 62,195,50,200,182 


screen ■ after typing, re-dnter 
cheat mode and type a 
number 1 - 23, to start the 
next game at that screen. 
Note that you can play it but 
you will not be able to 
complete it. 

main « immortality and infinite 
lives 

restart * kills all passwords 
and restarts the game with its 
original loading status. 

Galaxlans 

(Atarisoft) 

Multiface 1 owners can: 


POKE 54455,x lives 
POKE 54757,0 for infinite 
,33,213,182,34,201,182: REM lives 
Other Bikes 

80 DATA 33,20,180,229,233 Llqht Force 
,999 


Delete 60 or 70 if required, 
both stop decelln. In the 
positions documented. 

OR 

POKE 45161,0 for track 
POKE 46792,195: POKE 
46793,213: POKE 46794,182 
for other bikes. 

Helichopper 


10 REM Light Force by Jon 
North 

20CLEAR24500: LOAD*" 
CODE 

30 FOR f = 60408 TO 60412 
40 READ a: POKE f, a: 
NEXTf 

Then use one of the following : 
50 DATA 62,x,50,94,155 for x 


Your Sinclair only scratched 
the surface with their list of 
cheats on this game. To 
access cheat mode, press 3 7 
9 0 simultaneously on the 
menu screen. Then type any 
of the following passwords, 
WITHOUT CAPSLOCK, and 
press ENTER: 


lives OR 

50 DATA 62,182,50,21,159 for 

infinite lives OR 

50 DATA 62,40,50,21,159 with 

30 FOR f =» 60405 TO 60409 
for immortality 

Play the tape from the start. 


Page 27 








Page 28 





























































































Mantronix 

Multiface 1 owners can : 

Poke 45971, x+ 1 eg 150 
gives 151 lives 

Poke 46175, 0 for infinite lives 

Nexor 

10 REM Nexor by Jon North 
20 FOR f = 3e4 TO 30016: 
READ a: POKE f,a: NEXTf 
30 RANDOMIZE USR3e4 
40 DATA 205,86,221,33 
,229,248,17,0,1 
50 DATA 62,255,55,205,86 
,5,201 

60 POKE 63856,240: POKE 
63857,255 

70 FOR f = 65520 TO 65526: 
READ a: POKE f,a: NEXTf 
80 RANDOMIZE USR 63744 
90 DATA 175,50,116,141 
,195,0,120 

For infinite lives, play the tape 
from the start. For X lives, 
edit the following lines: 


Nosferatu 

10 FOR f = 3e4 TO 30016 • 
READ a: POKE f,a: NEXTf 
20 RANDOMIZE USR 3e4 
30 DATA 205,86,5,221,33 
,215,253,17,189,0 
40 DATA 62,255,55,205,86 
,5,201 

50 POKE 65137,255 :f = 
65280 TO 1e9 

60 READ a : IF a = 999 THEN 
RANDOMIZE USR 65024 
70 POKE f,a: NEXTf 
80 DATA 175,50, 243,126: 
REM Infinite Time 


60POKE59504,230:POKE. 

59505,255 

70FORf=65510TO65535: 
READ a 

80 IF a <256 THEN POKEf, 
a: NEXTf 

90 RANDOMIZE USR. 59392 
100 DATA 62,201,50,114 
,152: REM Infinite energy 
110 DATA 62,182,50,149 
,170: REM Infinite time 
120 DATA 62,201,50,116 

130 DATA 195,0,126,999: 
REMEnd-DON'TDELETE 


90 DATA 175,50,196,132: 

REM No sprites or objects 
100 DATA 62,201,50,111,155 : ,141: PPM No sprites 
REM Stop sprites moving 
110 DATA 195,0,118,999: 

REM End marker 


OR 


IT 


POKE 32499,0 for infinite time 
POKE 33988,0 for no 
sprites/objects 

POKE 39791,201 for no sprite 
movement. 


On The Run 


Play the tape from the start. 
100 to 120 are deleteable. 

Multiface 1 owners can: 

POKE39026,201forinfinite 


70 FOR f = 65520 TO 65527: 
READ a: POKE f, a: NEXTf 
90 DATA 62,X,50,135,130 
,195,0,120 

Multiface 1 owners can: 

POKE 36212,0 for infinite 
lives 

POKE 33415.X lives 


10 REM On The Run by Jon 
North 

20 FOR f = 3e4 TO 30016: 
READ a: POKEf, a; NEXTf 
30 RANDOMIZE USR 3e4 
40 DATA 205,86,5,221,33 
,216,231,17,0,1 
50 DATA 62,255,55,205,86 
,5,201 


energy 

POKE43669,182forinfinite 
time 

POKE 36212,201 fo' no 
sprites 

Our thanks to Jon and he 
has a special plea in the 
Arcade Help Wanted 
section, so don't let him 
down. 
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Space Harrier 

Multiface 1 owners can: 

»i 

POKE 41499.x lives. 

Tantalus 

Multiface 1 owners can: 

Poke 42826, 0 for infinite 
energy 

Terminus 

MERGE"" the loader and 
enter any of these pokes 
before the RAND USR 35072 
then RUN the program and 
restart the tape. 

Multiface 1 owners can: 

POKE 45583,0 for infinite 
laser 

POKE 47023,0 for infinite 
energy 

Turmoil 

POKE 57557,0 for infinite 
lives. 


A Walton has sent In 
the following contributions 

1942 

Poke for endless planes. 

10 CLEAR 64999 
20 PRINT AT 10,10 ; ’START 
1942 TAPE NOW !’ 

3Q PRINT0,0: INK5:LOAD" 
"CODE 

40 POKE 65332,240 : POKE 
65333,255 
50 RESTORE 

60 FOR H = 65520 TO 65527 
70 READ D : POKE H,D 
80 NEXT H 


90 RANDOMIZE USR 65288 them, and squash them flat! 
1000 DATA 62,33,50,247 

1010 DATA 204,195,47,204 Lap Of the GodS 


ACE 

Poke for endless fuel and 
immortality. 

10 CLEAR 26999: LOAD” 
CODE : LOAD"" CODE 
20 POKE 38056,24: REM 
ENDLESS FUEL 
30 POKE 32506,0 : POKE 
32507,0 : POKE 32508,0: 
REM IMMORTALITY 
40 RANDOMIZE USR 27000 

Bomb Scare 

(Codes) 

1 -ZEPHA 

2 - XYLEM 

3 = NITRO 
4=CRYPT 

5 - DELTA 

6 = QUART 

7 « ASTRA 

8 -YRTON 

Dan Dare 

Wall Mounted Guns 
These are attached to the 
walls, and fire downwards at 
Dan. He can destroy them 
from the ground, but in some 
places he can climb to a 
higher position and shoot the 
guns from the side, destroying 
them completely. Other types 
of wall mounted guns can be 
found on later levels, these 
fire horizontally, but are 
easier to destroy. 

Floor Mounted Guns 
These lie on the floor and 
shoot horizontally. They are 
too low for Dan to shoot back 
at, but by careful 
manoeuvring he can jump on 


5 CLEAR 28999 

10 LOAD ""CODE: POKE 

47039,201 

15 RANDOMIZE USR 47000 
20 POKE 53790,201 
25 RANDOMIZE USR 57680 

Antiriad 

1/Get hold of some rocks as 
soon as possible. 

2/ Head for the suit of armour, 
map its position, then zoom off 
to collect the bits. 

3/ Avoid the aliens - obviously. 
Although you can run through 
them, it’ll lower your energy 
level rather too quickly. 

Avenger 

1/Watch all energy 
levels closely - it is easy to 
miss the fact that you are 
about to expire. 

2/ Call on Kwan to 
restore energy but not too 
frequently, if he gets upset it’s 
curtains. 

3/ Make a map - 
more specifically work out 
how many keys are found 
where. Getting through may 
depend on your getting the 
right number in the right order. 

4/Use Schuricans 
wisely, you get a very limited 
number and you can often 
simply out run monsters. 

5/Watch out for 
messages from Kwan. These 
scroll across the bottom of the 
screen and contain important 
information. 

6/ Different enemies 
have different attack patterns - 
it isn’t random and you can 
develop defensive tactics. 
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We Want You! 


As you may know here at H & D we always encourage readers to send in their thoughts, 
hints and articles. We aim to make the handbooks bigger and better and we are on the lookout for 
more contributions from you and are willing to listen to any ideas you may have for regular features, 
even to the point of making you regular columnists within our handbooks. We are keen to hear from 
anyone who is willing to write for us on a subject that obviously must have some sort of link with 
Home Computing. We cannot promise vast rewards but we can promise you the opportunity of 
joining a team of people who's ambitions are high within the Home Computer Industry. You can be 
sure that regular contributors will receive some token of our thanks and we can assure a very 
interesting future. If you are involved or have an interest in any of the following topics or any other 
and are willing to write an article or articles please do get in touch. 


Multi User Dungeon. 

Strategy/War games (not necessarily just on the home computer). 
Play by Mail. 

Video Arcade Machines. 

Game Consoles. 

Fantasy board games. 

Cartoon or satirical articles connected with Home Computing. 


Write to: The Editor, H & D Services, 1338, Ashton Old Road, Higher Openshaw, Manchester, Ml 1 

1JG. 


WANTED ALIVE OR DEAD 

REWARD OFFERED 

£10 Software value 

We are on the lookout for Solutions, Hints, and Maps 
for our handbooks. Senders could find themselves 
entitled to free software of their own choice, with the 
option of even greater reward for regular contributors. 

Please follow these simple rules: 

1. Write neatly or if possible type your contribution. It helps if you state which 
machine they were produced for. 

2. Maps should be no larger than A4 size, although larger maps can be 
seperated if they still make sense. 

3 If you need your work back then please send a stamped addressed 
envelope. 











HAD PRE-ORDER SCHEME:- 


Why waste time and energy visiting your local stockist to see if the games you want have 
been released yet. 

By using our very popular pre-order scheme you receive delivery to your home all the latest 
games as soon as they become available 

All we ask is a £2.00 deposit per game and you will receive 15% off recommended retail 
price on EACH game ordered. 

You must pay the balance outstanding within 7 days of receipt 
Listed below are the GAMES that can be PRE-ORDERED. 


title 

PUBLISHER 

AMS 

BBC C16 

C64 

S48 




/±4 

/128 


ACE OF ACES 

US GOLD 

* 




AVENGER 

GREMLIN 





BANGKOK NIGHTS 

SYSTEM 3 

* 


* 

* 

BATMAN 

OCEAN 



* 


BAZOOKA BILL 

ARCADE 




# 

BOMB JACK 

ELITE 


* 



BOMB JACK II 

ELITE 

* 

* 

* 

* 

CAMELOT WARRIORS 

ARIOLASOFT 

* 



* 

CHOLO 

FIREBIRD 



# 


CHAMPIONSHIP 






WRESTLING 

US GOLD 



* 


COSMIC SHOCK 






ABSORBER 

MARTECH 

* 


♦ 

* 

CYBORG 

C.R.L. 



* 

* 

DANDY 

ELEC-DREAM 



* 


DEATH OR GLORY 

CRL 

* 


* 

* 

DURELL BIG 4 

DURELL 

# 


* 


EXPLORER 

ELEC-DREAM 



* 


EXPRESS RAIDER 

US GOLD 

* 


* 

* 

FIRELORD 

HEWSON 



t 


FIST II 

MEL-HOUSE 

* 




FUTURE KNIGHT 

GREMLIN 


• 



GHOSTS N GOBLINS 

ELITE 


* 



GREAT ESCAPE 

OCEAN 

* 


* 


GREEN BERET 

IMAGINE 


* 



HYPABALL 

ODIN 



* 


INSPECTOR GADGET 

MEL-HOUSE 



* 


IKARI WARRIORS 

ELITE 


♦ 

* 

* 

JUDGE DREDD 

MEL-HOUSE 

* 



* 

KATTRAP 

DESIGN-DES 

* 


* 


THE LAST NINJA 

SYSTEM 3 

♦ 


* 

* 

LEADERBOARD 

US GOLD 

* 



* 

L/BOARD EXEC 

US GOLD 



* 


MAG MAX 

IMAGINE 

* 


* 

* 

MEAN STREAK 

MIRRORSOFT 



* 
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NEMESIS KONAMI 

NOSFERATU PIRANHA 

PAUTRON THE EDGE 

PAPERBOY ELITE 

H/BALL MARADONA GRAND SLAM 
ROGUE TROOPER PIRANHA 
SCALEXTRIC LEISURE 

GENIUS 

SHADOWY SKIMMER THE EDGE 
SHAO LINS ROAD THE EDGE 
SHOCKAWAY RIDER F.T.L. 

SKYRUNNER CASCADE 

SPACE HARRIER ELITE 
SPY V SPY 

(ARTIC-ANTICS) DATABYTE 
SPY V SPY 

(ISLAND CAPER) DATABYTE 
STAR RAIDERS II ELEC DREAMS 
STRIKE FORCE COBRA PIRANHA 


AMS BBC Cl 6 C64 S48 


SUPER CYCLE 
TERRA CRESTA 
THANATOS 
TOP GUN 
UCHI MATA 
W.A.R. 

WORLD GAMES 

XEVIOUS 

YIE AR KUNG FU II 

1942 


EPYX 
IMAGINE 
DURELL 
OCEAN 
MARTECH 
MARTECH 
US GOLD 
US GOLD 
IMAGINE 
ELITE 


This list is far from comprehensive. Should you wish a tape or disc that does not appear, you 
can still pre-order it and be entitled to the same conditions as for the software above. 

(see Order form on page 43) 


Spectrum Software Tapes 
Special Offers. 

The following list of tapes are on special offer from H & D. They are used but are still of very good 
quality. A limited number of each tape only is available, so order early to avoid disappointment. 


Title: 

Publisher: 

R.R.P.: 

Our Price: 

Antlrlad 

Palace 

8.99 

5.99 

Asterix 

Mel House 

8.95 

5.95 

Big 4 

Durell 

9.95 

6.95 
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Captain Kelly 

Quicksilva 

8.95 

6.95 

Cauldron II 

Palace 

8.99 

5.49 

Conquestador 

Mel House 

7.95 

4.95 

Crimebusters 

Strobe 

6.99 

3.99 

Crystal Castles 

US Gold 

9.99 

6.99 

Doctor What 

CRL 

7.95 

5.95 

Fat Worm 

Mikro Gen 

9.95 

5.95 

Firelord 

Hewson 

8.95 

5.95 

Frost Byte 

Mikro Gen 

8.95 

5.95 

Galvan 

Ocean 

7.95 

5.45 

The Goonies 

US Gold 

7.95 

5.95 

Hardball 

Advance 

8.95 

5.95 

Headcoach 

Addictive 

8.95 

5.95 

Highlander 

Ocean 

7.95 

5.45 

Hijack 

El Dreams 

6.95 

4.95 

Infiltrator 

US Gold 

9.95 

6.95 

Its a Knockout 

Ocean 

7.95 

5.95 

Lightforce 

F.T.L. 

7.95 

4.95 

Paperboy 

Elite 

7.95 

5.95 

Revolution 

Vortex 

8.95 

5.95 

Strike Force Cobra 

Piranha 

9.95 

6.95 

Tempest 

EL Dreams 

9.99 

6.99 

Tennis 

Imagine 

7.95 

4.95 

Trailblazer 

Gremlin 

7.95 

5.95 

Trap Door 

Piranha 

7.95 

4.95 

Trivial Pursuit 

Do mark 

14.95 

10.95 

TT Racer 

Digital Int 

9.95 

6.95 

Zythum 

Mirrorsoft 

7.95 

4.95 


The following older tapes are at even greater price reductions: 

A.C.E. 5.95, Action Reflex 4.95, Alien Highway 3.95, Animator 6.95, Attack of Killer 
Tomatoes 4.95, A View to a Kill 3.99, Ballblazer 4.95, Bobby Bearing 4.95, Bomb Jack 

3.95, Bounder 4.95, Code Name Mat II 3.99, Cosmic Wartoad 3.95, Costa Capers 

3.95, The Covenant 3.95, Dan Dare 6.95, Dynamite Dan II 4.95, Equinox 4.95 FA Cup 
Football 4.95, Fighting Warrior 3.95, Great Escape 5.45, Grumpy Gumphrey 
Supersleuth 3.95, Heartland 5.95,1.C.U.P.S. 4.95, Kirel 3.95, Kung Fu Master 3 95 
Legend of the Amazon Women 3.95, Max Headroom 3.95, Mikie 2.95, Nexor 4.95, 
Nodes of Yesod 3.95, Off the Hook 4.95, Pentagram 4.45, Pyracurse 3.95 Quazatron 

4.95, Realm of Impossibility 2.95, Robot Messiah 2.95, Spindizzy 3.95, Splitting Imaqes 

4.95, Stainless Steel 4.95, Starstrike II 3.95, Superbowl 4.95, Tantalus 3.95, They sold a 
Million 4.95, Transformers 3.95, Tujad 4.95, Turbo Esprit 3.95, Twister 3.95, "V“ 3 95 
William Wobbler 2.95, Xcel 3.95. 

(AH quoted prices are for UK cutomers only) 

Republic of Ireland customers - add 15%, plus a further 25% unless payment 
is made in E Sterling. 

Overseas Customers • Payment in E Sterling • For surface mail delivery 
please add 15% to all prices. For air mail delivery this may vary so please 
write to confirm price. 

(see Sales order form on page 43) 
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Title : ACRO JET 
Publisher: Microprose 
(US Gold) 

Address : Unit 2/3 Holford 
Way, Holford, Birmingham, 

B6 7AX. 

R.R.P.: 9.95 
Game Type : Flight 
Aerobatic Simulation. 

If you're a little fed up 
with the normal air combat 
simulators then you may do a 
lot worse than to take a look 
at this latest American import. 

Aerojet has you in control of a 
one man BD5^J 200 mph plus 

jet aircraft. The task is tow 
level aerobatics and this 
game attempts to bring the 
thrill of this sport to the 
computer player. 

You are actualy 
given the view of your craft 
from behind although below 
you have your instrument 
panel as any normal flight 
simulator. The unusual cockpit 
view adds tremendously to 

the playability of the game, as in and practice in. The Pylon 



you can see first hand the 
result of any manoevres you 
make. 

You can either 


race is a straight forward 
race around a set course. 
Slalom race is similar except 
that it is easy to pass the 


practice the basic elements of wrong side of a pylon and lose 


the game or take up the 
challenge and compete with 
up to 3 other players. Before 
advancing to the compettition 
it is worth learning the simple 
things like taking off and just 
staying airborne, and even 
these simple tasks involve 
time and patience, so if you 
are one of those impatient 


valuable time when going 
back to do it again. Ribbon 
Cut this involves flying low to 
cut 3” ribbons then returning 
to base as quickly as possible. 
Inverted Ribbon Cut is the 
same except you have to fly 
upside down and cope with 
the special problems involved 
in this technique. Under 
Ribbon race means that you 


players then we would advise 
you to avoid this game like the have to pass under 3 ribbon 
plague. There are various gates in order. If you cut a 
competition races to take part ribbon you have failed. 


Ribbon roll requires you to fly 
under 2 ribbon gates but 
between them you have to 
perform a roll. Loop requires 
you to fly through a gate, do a 
loop and fly back through it. 
Spot Landing requires you to 
take off do a circuit and land 
as correctly as possible at the 
same place. Cuban Eight, 
requires a figure eight loop 
between 2 gates, and finally 
the Flameout Landing which 
means that you have to fly to 
a certain altitude cut your 
engines and glide down to a 
safe landing. Scores are 
calculated on each event. 

As you can see the 
game play is excellent and it is 
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a game that albws you to 
learn all the time. You have 
the added benefit on the 
computer of being able to 
crash regulary, and their is no 
shame in this as it will take 
many hours for you to become 


Title : LEGEND OF KAGE 
Publisher: Imagine 
Address : 6 Central St, 
Manchester, M2 5NS. 

R.R.P. : 7.95 (Spec), 8.95 
(Ams, C64). 

Game Type : Arcade 
Adventure. 

Another Video 
Arcade link up this time 
Imagine have linked with Taito 
to bring us Legend of Kage. 
The beautiful Princess Kiri has 
been kidnapped by the evil 
Dragon King. You take on the 
role of a young Ninja called 
Kage. You must guide Kage 
through the forest to the 
Dragon Kings Palace and 
rescue the Princess. 

Giving Karate style 
games a scenario is now 
becoming popular. Fist II was 
a recent well known attempt 
and this even more brings the 
Karate simulation into the 
Arcade Adventure world, you 
may even remember a game 
called Bruce Lee that 
appeared many moons ago as 
being the very first to mix a 
karate style simulation with 
arcade action. As you roam 
and wander about you come 
upon adversaries of varying 
skills and powers. Ranging 
from the Ninja’s who have 
swords and throw stars or 
bombs, through Wizards who 
use magic, to the strongest 


even a reasonable pilot. 

Probably the most 
original flight simulator 
devised in a bng time and we 
would certainly advise you to 
take a look. Excellent 
entertainment. 


opponent, the Sword Master 
who fights with two swords 
and is a deadly adversary. 

The screens and 
figures are very large but 
movement around the 
screens is a little off putting as 
at times it appears that you 
are walking on thin air. This is 


Aero Jet - The Scores 
Graphics 78% 
Playability 82% 
Addictiveness 93% 
Lastability 95% 

Value For Money 87% 
H & D Rating 92% 


without doubt one of those 
games that would convert 
very successfully to the talked 
about games consoles, and its 
transition to the home 
computer is only partly 
successful but at least gives a 
little originality to game 
playing. 
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Joystick control at 
times is a little unresponsive 
but overall the game is 
playable and if you like to mix 
Karate action with arcade 
play then this is certainly 
worth a look 


Title : HYPABALL 
Publisher : Odin 
Address : Telecom soft, 
first floor, 64-76 New 
Oxford St, London, WC1A 
1 EU. 

R.R.P. : 9.95 
Game Type : Sport 
Simulation. 


Deep into the future 
of mankind lies the greatest 
team game in the known 
universe - Hypaball. You have 
to choose your team from ten 
available to compete in the 
Odin Super Cup. The playing 
area is split into two with a 
central pillar extended 
complete with target that 
moves up and down. The ball 
is collected and fired at the 
target, a successful hit 
registers a point. 

Hypaball is a 

futuristic basketball game with 
3 players on each side. The 
game "Bounces" springs also 
to mind and is it not strange 
that Beyond put together 
Bounces whilst under the 
Telecom umbrella and as a 
coincidence look who Odin 
come under. There is a one or 
two player option, and the 
game does take some time to 
master. It is very easy to be 
hammered out of sight by the 


Legend of Kage - The 
Scores 

Graphics 69% 
Playability 67% 
Addictiveness 72% 
Instability 73% 

Value For Money 72% 
H & D Rating 72% 


computer the first couple of 
times you play. The action is 
fast and furious and should 
one of your players hang on 
to it for more than 2.5 
seconds then your opposition 
is given a free shot. 

If you enjoyed 

Bounces or feel as though you 
wish to add a modern day 
ping pong game to your 


collection then this is worth a 
look. We were not impressed 
with the game and were left a 
little disappointed, after all 
Odin are asking 9.95 which 
makes the game badly 
overpriced. The American 
Footballer lookalike on the 
front of the inlay may fool 
some into buying especially 
now that the Superbowl is still 
fresh in our minds. Don't be 
fooled a pretty avarage 
bouncing ball game. 

Hypaball - The Scores 
Graphics 66% 

Playability 62% 
Addictiveness 58% 
Lastability 59% 

Value For Money 48% 

H & D Rating 51% 
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Title : SCALEXTRIC 
Publisher: Leisure Genius 
Address : 2-4 Vernon 
Yard, Portobello Road, 
London, W11 2DZ. 

R.R.P. : 9.95 
Game Type : Motor 
Racing Simulation. 

Do you remember 
your first Scalextric set. There 
was always one car that was 
quicker than the other. You 
somehow could not master the 
ability to keep your car on the 
track for more than two or 
three laps at a time, and you 
end up sticking match boxes 
under the curve hoping that 
the banking effect will help 
keep the cars on. Well now all 
the excitement has been 
unleashed on the home 
computer. Upto now Pole 
Position has been the only 
widely available motor racing 
simulation with 
Mastertronics 
Formula 1 Simulator 
being passable at 
£1.99. What does 
this offer. 

Scalextric 
features split 
screen action and 
one or two player 
participation. The 
program has 17 in 
built Grand Prix 
circuits and rt also 
gives you the ability 
to design your own 
circuits with the 
ability to save and 
name them. 

As 

opposed to say 
Pole Position there 
are only two cars in 
the race, either you 


and a mate or against the 
computer. The two screens 
give each individual driver his 
own view so for example you 
can see your opponents car if 
you are close enough. You 
also have a small birds eye 
view of the track which shows 
your position and warns of 
approaching bends and also if 
your opponent is out of view, 
a quick glance at his track will 
show just how far he is behind 
or in front. 

There are in fact two 
methods of winning or losing 
races. The first and most 
obvious is to be first to cross 
the finishing line, but the 
second results in a crash. If 
you should bump your 
opponents car from behind at 
a greater speed than 20 
m.p.h. then you will crash and 
your opponent will be 
declared the winner. 


There are no gear 
changes to make so it is up to 
you quite simply to push 
forward to accelerate and puil 
back to brake. This is perhaps 
where the game does lose 
out, as it means that on the 
straights it is purely a matter 
of reaching 240m.p.h. until the 
next bend, which means it is 
virtualy impossible to 
overtake on a straight 
although in real life a missed 
gear would give your 
opponent a chance. The 
game quite simply boils down 
to how well you take the 
curves as these are the areas 
that sbw you down and give 
the only option to overtake. 
With the threat of a crash if hit 
from behind to be in front is 
the best place to be and 
unfortunately if you do get 
behind the chances should be 
pretty slim of you winning. This 
has to spoil the 
enjoyment of the 
game. 

On the 
easy level the 
computer is fairly 
easy to beat 
although on the 
difficult level you 
should have 
problems. The 
very best race 
simulation was 
produced by 
Epyxforthe C64 
some years ago 
As well as split 
screen action this 
also allowed for 
tyre wear, and pit 
stops were 
forced upon 
drivers. The 
game was Pitstop 
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II and even now it remains 
unrivalled, and unfortunately 
Scalextric does not come 
near it. 

The track design 
element is fun for a short 


while, but overall the actual 
poor game play lets the 
package down. Pole Position 
was weak but on balance is 
perhaps still more playable 
than this. 


Scalextric - The Scores 
Graphics 68% 
Playability 76% 
Addictiveness 57% 
testability 62% 

Value For Money 59% 

H & D Rating 60% 



Title : SUPER CYCLE 
Publisher: Epyx (US Gold) 
Address : Unit 2/3, 

Holford Way, Holford, 
Birmingham, B6 7AX. 
R.R.P.: 7.95 

Game Type : Motor Cycle 
Simulation. 

Super Cycle 
appeared on the C64 
recently to rave reviews and 
this is the conversion. It is a 
one player game that allows 
you to choose your machine 
and you must race a set 
course against the clock. . 
There are other riders to 
hinder you and crashing loses 
valuable time. As you 
progress through the courses 
you will be faced with hazards 
ie. ice or water on the road 
etc. Also you will have to ride 
through deserts and 
mountains, at night, or in the 
day. To add more realism to 
the game you have three 
gears and you have to move 
up or down them 
appropriately. Each course 
must be done within a set time 
limit to enable you to move on. 

The first thing that 
hits you about the game is its 
simplicity and it proves very 
easy to complete the early 
courses and find yourself 
flying past the opposition. 
Things do get trickier, but one 


weak element 
is that it seems 
unclear as to 
what it treats 
as a crash. At 
times it 
appears as 
though you 
have gone 
through a 
rider and yet 
you are OK. 

Animation is 
reasonable 
although the 
C64 screen 
shots on the 
inlay are far 
superior to 
what you get 
on this 
conversion. 

Having also 
been 

fortunate to have seen 
Scalextric it is possible to 
make comparisons and if 
anything Super Cycle is the 
strongest package of the two. 
It is interesting to note that 
unlike some early race 
simulations that had the view 
from behind the steering 
wheel or handle bars the 
tendancy now is for you to be 
distanced from your machine 
as you look from behind. This 
does add to the playability of 
the game but does make it 
less of a simulation and more 


of an arcade game and there 
is nothing wrong with that. 

A two player option 
and larger graphics would 
have been welcome but 
overall a very entertaining 
package. 


Super Cycle - The Scores 
Graphics 72% 

Playability 81% 
Addictiveness 77% 
Instability 75% 

Value For Money 74% 

H & D Rating 76% 
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SALES ORDER FORM 

H&DSERVICES.1338, AshtonOld Read,HigharOpenshaw.ManchesterMTI IJG 

FROM:NAME. 

ADDRESS:. 


TEL. NO. 

COMPUTER.. 

IWISHTO PREORDERTHE FOLLOWING TAPES (FOR WHICH I INCLUDE 
A DEPOSITOF £2 FOR EACH ITEM) 


QT> 

DESCRIPTION 

M/C 

PRICE 

DEPOSI 

r BALANCE 































TOTAL 





lAGREETOPAYTHEBALANCEOUTSTAfOING NOLATERTHAN7DAYSFROM 
RECEIPT OFTHETAPE(S) 

I WISHTO BUY THE FOLLOWING CURRENTLYAVAILABLESOFTWARE:* 


QTY 

DESCRIPTION 

M/C 

PRICE 

























TOTAL 



N.B SPECIALOFFERUSEDTAPESARBOFFEREDSUBJECTTOAVAI LABILITY 
H&DWILLRETURN ANY CHEQUES IFTHEITEMSARENOLONGER AVAILABLE 
I ENCLOSE ACROSSEDCHEQUE/POMADEPAYABLETOH&DSERVICES 
TO THE VALUE OF £. SIGNED.DATE... 
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1338-THE 
SAGA 

CONTINUES! 

We continue our tale of the 
simple folk who work at 1338: 

With the festivities of 
Christmas now behind us we 
can begin to tell the tale of 
how things have been 
progressing at 1338. Firstly 
we must tell of a sad loss to 
our staff. Gobble, the pet 
turkey, made a Fatal error. As 
you may know just a couple of 
days before Christmas, 
Gobble disappeared, and 
•fowl’ deeds were suspected 
indeed the Greater 
Manchester Police were 
called in but bluntly told the 
staff not to be so pathetic and 
threatened to fine them for 
wasting the police’s time so 
near their office party where 
James Anderton promised to 
be Father Christmas with his 
little elf helper John Stalker. In 
actual fact Gobble had been 
holed up in the local parish 
church after claiming 
sanctuary. Gobble then made 
his triumphant return on New 
Years Eve, to the joy of the 
entire staff. Unfortunately Mr. 
H. also arrived back from 
Monte Carlo on the same day, 
and after having missed his 
traditional Christmas dinner 
slung Gobble into the back of 
his C5 and had him for New 
Years Day main course. A 
memorial service is to be held 
at the parish church in 
February. 

Mr. H soon settled 
back into the routines and at 


first thought that the new 
members of staff were 
customers but after a few 
days of bumping into the same 
faces he began to ask 
questions. At first he was 
horrified and couldnl believe 
how Mr. D. could do this to him 
but then realising that the 
pittance that was being paid 
to them was less than the cost 
of his daily expenditure on 
cigars, he was somewhat 
mollified, although it required 
Mr. D.’s assurance that they 
would get value for money. 

For a few days it was 
even possible for Mr. D. to 
hide the existence of the new 
machinery which had been 
brought to bring H & D at 
least into the 19th Century. 

But eventually a growing 
curiosity as to the meaning of 
strange overheard phrases 
such as "the network is not 
talking", and "the hard disk 
has been corrupted" finally 
brought him down from his 
plush executive office. His 
appearance at the door of 
the main office was a bit like El 
Cid (no not the gas one the 
other one), as he stood there 
with the light shining on his 
bald head. He hobbled in and 
faced Mr. D. who had quickly 
tried to cover up the new 
equipment. A violent row 
erupted, the whole office was 
stunned. The younger 
members of staff explaining 
just what each of the colourful 
phrases meant to the 
increasingly shocked older 
members. Mr. D. knowing Mr. 

H. of old had cleverly secured 
a watertight contract with the 
suppliers which prevented any 
possibility of the return of the 


equipment. It was actually said 
that Mr. H. was heard 
weeping on his way back 
upstairs, but no-one can be 
sure. 

Nothing was heard 
from Mr. H. and eventually 
when he had refused his 
coffee and rich tea biscuit Mr. 
D. had a brainwave (a 
strange occurrence in itself). 
One of the units was sent up 
to Mr. H.’s office, at first Mr. 

H. scowled at it, then he 
shouted at it, but finally he 
played with it. Mr. D. was 
made to reflect on his decision 
as a constant flow of inferior 
art-work had been passed 
down which Mr. D. has 
promised to feature in the new 
Handbooks. Although this has 
meant the production of two 
versions of each handbook, 
one for publication, and one 
which Mr. H believes is the 
real one, Mr. D. believes that 
the deception has been 
worthwhile if only for the fact 
that the Mr. H. book must 
have a certain rarity value. An 
art critic when consulted has 
compared the art-work to a 
primitive mixture of Picasso 
and Salvadore Dali, or more 
succinctly by Mr. D. as a "load 
of *<§>$£" 

Joe in the meantime 
has proved invaluable. Whilst 
most of the staff have 
floundered with the new 
equipment, Joe has impressed 
everyone with his vast 
knowledge of computer 
jargon. This has not actually 
made anything work, but it is 
always comforting to know 
that someone knows the 
correct words to use. When 
the rest of the staff begin to 
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understand just what he's 
talking about we are sure that 
progress will be made. 

The secret of young 
Carls handbag has finally 
been revealed. It actually 
contains a Walkman stereo 
system, which allows him to 
indulge in a constant dirge of 
so called music, and retain his 
vacant expression, whilst 
allowing the rest of the staff to 
slumber in peace until the 
arrival of Mr. D. stirs them into 
some form of activity. 

Liz in the meantime 
just gets on with her work, and 
what used to take days now 
takes hours (thanks to the 
new make up kit her Mum 
bought her for Christmas). Liz 
has apparently introduced 
what she calls a system. 
Papers that would be found 
after a few hours of searching 
are now put into something 
called a folder, and now no- 
one can find them. This has 
done much to improve the 
tidiness of the offices, but has 
again caused murmurs among 
the staff about a womans 
place being in the home. 

Just before 

Christmas Mr. D. announced 
that he was going down to 
London to an exhibition. This 
turned out to be the annual 
staff outing. After much head 
scratching over maps, London 
was located (Its actually south 
of Manchester). Everyone 
was put on an intensive 
course of study. Eastender 
video's were brought in and 
after many hours most felt that 
they had mastered the 
language difficulty. The usual 
greeting of "ow-doo chuck" 
was replaced by "watch a 


mate". The great day finally 
arrived and after checking 
that everyone had their 
passports they set off. Slowly 
the dark satanic mills were le 
behind and they came across 
green fields. The mini that wa 
especially hired to carry the 
throng was stopped while 
photographs were taken of 
some strange creatures, latei 
identified as cows. After an 
arduous journey London and 
the South beckoned. The 
large signs on the Ml which 
read "Keep your Distance" 
did not frighten off these 
hardened Northerners, and 
they continued on their way. 
After a while they found their 
way to their Hotel The White 
House, sadly whilst the place 
was full of Americans, the 
President was away 
presumably flogging arms to 
Iran over in Petticoat lane. 
Most of the night was spent in 
the bar although the strange 
custom of drinking out of 
flower vases instead of pint 
pots was a little confusing. 

The next day the 
team all trudged abng to the 
exhibition blaming the 
hangovers on the vases as 
they could not tell how much 
they had had to drink. The 
language courses appeared 
to pay off and the natives 
were quite friendly although 
Mr. D. was still a little wary in 
case anyone slipped back intc 
their Northern twang which 
might offend. Fortunately the 
rest of the day passed without 
incident (it would have been 
nice to sell one 
handbook).One strange 
occurrence was that by 
accident a Mr. H. book was 


left on the table and a small 
scruffy boking man bought it. 
Not believing his luck Mr. D. 
grabbed the money offered , 
t and the little man scurried 
away into the crowds. At the 
5 end of the night the party all 
clambered back into the mini 
to the delight of Joe who had 
drawn the short straw and 
was albwed to ride in the 
boot, ft was good to get back 
home to the warmth and 
security of 1338. 

Next Issue: 

Will Gobble come 
back to haunt Mr. H. 

Will Mr. H. get 
value for money from his 
staff. 

Will the network 
start talking. 

Will Mr. H.’s art¬ 
work Improve. 

Will Joe make the 
new equipment work or 
will his ignorance be 
revealed. 

Is there intelligent 
life behind Carls 
expression. 

Why did Liz’s Mum 
buy her the make up kit. 

What is the secret 
of the disappearing files. 

Who was the small 
dark stranger who 
scurried off with the 
wrong handbook. 

Will things ever be 
the same at 1338 after the 
visit to the bright lights of 
London. 

These questions 
and more will be answered 
in the next thrilling 
installment of Life at 1338. 
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Spectrum Arcade Handbook, What Next? 


Sorry for the delay in this publication, and we do hope the wait has 
been worthwhile. Future issues will follow to recognised dead-lines. 
Those of you that subscribe to the Adventurers Handbook will know 
that, the publication is now £1.50, is properly printed, and not photo¬ 
copied, and contains 80 pages. The Spectrum Arcade Handbook has 
some way yet to go to warrant the printing costs, and even this 48 
page handbook is actually a loss maker for us. Shortly we hope to 
extend this publication to at least 60 pages, but with the help of 
advertising hopefully keep it to a £1 cover price. We will keep you 
informed as to further developments. Style and content are our 
problem, but we welcome any constructive comments to improve it. 
Where you can help is on content. This issue we have tried to give a 
wider scope to the magazine without losing the central core of 
information vital to arcade players, and we believe contributions from 
such as Jon North, Donald Hay, and Alan Walton etc. help achieve this 
aim, but we ask you to help guide us in the future, we have our own 
ideas, but it is up to you to make your thoughts known, and we believe 
that unlike any other computer magazine you will actually feel 
involved. Remember comments on any aspect of the magazine will be 
welcomed, and please don't worry about upsetting us. Thank-you for 
your support, time and patience. 


Subscription Rates. 

The Spectrum Arcade Handbook is available at 3,6 and 12 issue 
rates. All include P/P to your home. 

3 issues £2.75 
6 issues £5.00 
12 issues £9.00 

Back Issues of the Handbook are still available at £1 each, or all 14 
•for only £10. 


The Spectrum Arcade Handbook Issue 16 will be available 
from 16th March 1987. 
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